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ABSTRACT
“The Little Seed and The Wind”:
Digital Intervention Tool for Geography and Empathy
By
Maritha Pocorni-Humphries

Advisor: Colette Daiute

Educational researchers agree that there is an absence of student engagement in our primary
education institutions. They also acknowledge that learner engagement could enhance their
overall behavior. What could be done to promote learning, involve students and sustain their
motivation? Why should we admit that students tend to show more involvement and engagement
during digital interactivity? This paper describes my motivation behind my designed digital
geographical educational intervention tool which in a playful way introduces and teaches 4- and
5-years old children the seven continents and the seven oceans. Drawing on the underpinning
concept of game-based learning theory my framework investigates the motivational, cognitive,
social and technological components to illustrate the efficacy of my game. Students could for
example choose what page to start and how they want to navigate through the game. This level
of agency may enhance the learner’s engagement which in turn also could improve their
educational achievements. Additionally, technology-based learning is beneficial for student
performance since it assures privacy, provides immediate feedback which allows trial and error,
are also discussed. Submitting this version of my game should be seen as part of the ongoing
development process of revising images for example my world map into an interactive one, the

v
audio, as well as expanding the game such as adding iconic buildings, information about cultures
of countries and cities, global languages, the process of germination and an inventory of different
seeds to choose from and try to grow them in the game.
Key terms: geography, game-based learning, student performance.
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Technical Specifications
Click and enter the URL www.edukids.xyz and the main page containing page numbers
and titles will appear. The different pages, from 1 to 14 tell you the story about the little seed and
the wind while, the page titles provide you with additional information on seed growth, the
continents, and the oceans of the world. Next, select page 1 to start and proceed accordingly with
the other remaining pages.
By clicking on the page numbers the narration of the text that appears on your screen
should automatically start. Use your computer volume button to regulate the volume of the game
audio. Select and click the “Undo” or “Redo” arrow at the top right corner of each page to return
to a previous page. On the final page you see the page title “The story” if you click on it, it will
take you back to the main page/ the beginning of the story.
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I. Introduction
Experience
As an educator of mainly 4 to 11 years of age children I've had the opportunity to observe
children when they played, when they performed educational tasks, and when they were happy
or sad. Children in general perform better when they get rewarded with something they like. The
reward could be an activity, food, or just free time to themselves, this would always make them
feel satisfied. Since I knew that it was a way to motivate my students, I started to reward them on
a frequent basis. Additionally, by rewarding my students, in a way, I was also rewarding myself.
Above all rewards, the students' most favorite activity was playing video games. Of
course, playing allows children to be themselves. I started to familiarize myself with an array of
games and their level of difficulty. Simultaneously, I also compared educational and noneducational video games. My reasoning behind this was simple: I had to know how the games
were to be played and understand their strategies and rules. This information was crucial in order
to properly use gaming as an educational support tool.
During the process of designing my educational tool I investigated video games aimed at
young learners, and I noticed that they all support the second stage of Piaget’s theory of
cognitive development. According to Piaget, children from approximately 2-7 are in the “preoperational stage," where pretend playing is important for their development. The environment,
activities, and incentives of video games invite as well as encourage the young child to use their
creative power. Older elementary school kids from approximately age 7 to 11 are in the
“concrete operational stage”. To clarify, games present this young group of players opportunities
to deal with concrete situations and challenge their logical thinking. Furthermore, when playing
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digital games, players feel comfortable to make mistakes, because mistakes are also part of the
fun.1
This is another reason why gaming is the most popular activity among students. At that
time in my classrooms I implemented several policies to incorporate gaming as a tool; For
educational purposes, such as to build on student's math and grammar skills, there was a set
schedule to be followed. On the other hand, students had to earn their game time in order to play
the digital games proven to be efficient as rewards. Thus, gaming was used as immediate or
delayed gratification tool. This worked so well that it even changed the mood in the classroom
among my students; they became more helpful and kinder to each other, it felt like a healthy
family. This all illustrates how gaming improved students’ motivation and behavior.
Also significant are some personal observations in a private setting regarding children
diagnosed with Attention Deficit and Hyperactivity Disorder. I noticed an improvement in their
attention span2 and overall emotional behavior. Driven by curiosity to find out how and why a
thorough observation was conducted. In conclusion, their attention span became enhanced
because the particular game dynamics namely “Donkey Kong” and “Odd world: Abe’s Odyssey”
required the children to guide their avatar through the game while performing clear, precise and
structured tasks such as; tiptoeing, sneaking, and rolling in order to reach a goal. Another

1

The fact that students feel comfortable to make mistakes during gameplay is supported by Saba (2009).
In a study where researchers used an attention deficit screening test improvement in attention was found in players of action
video games (Green, C. S., & Bavelier, D. 2012).
2
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important aspect of the digital games according to my observation was the interaction between
the gamer's avatar and the game environment. The character does what the gamer wants. This
sense of cooperation gives the child a feeling of security, strength and joy. The players,
particularly those with attention problems then regain some of their self-control which enables
them to play a game that requires listening and concentration up to one hour. Lastly, I want to
point out that I was present and available to my students in both the classroom and the private
setting. Stimulation and support of an adult is also required when children are gaming.
Motivation
Designing this interactive educational intervention tool for geographic learning was on one hand
inspired by my passion and need for sharing primary information concerning the world with
young learners. Because I belief that global learning is a practical, concrete, simple and realistic
way to teach children racial and cultural differences which in turn could enhance geographic
reasoning as well as global empathy.
One the other hand I was motivated by scholars like Marc Prensky3 who extensively encourages
educators to create inspiring methods to present the subject geography instead of ignoring it, and
Karl Kapp4 who encourages educators to use digital learning tools that are connected to the
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See Prensky, M. (2001)
See Kapp, K. M. (2016)
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curriculum content to enrich geographic education based on students’ needs. Clearly, these
scholars were inspirational in the designing process of this interactive digital educational tool.
Essentially, this new interactive digital tool will provide learners with extensive
information about the world starting with the continents and world seas. This game-based
educational tool aims at engaging young learners in a realistic, fun and challenging learning
environment to enrich their knowledge concerning the world’s oceans and seas, the seven
continents, climates, inhabitants and cultures. Therefore, this learning tool will present maps and
3-dimensional views of the continents: Africa, Antarctica, Australia, Asia, Europe, North
America, South America including world seas and oceans: North Atlantic Ocean, South Atlantic
Ocean, Arctic Ocean, Indian Ocean, Pacific Ocean, Southern Ocean, including information on
how the seas are shared.
Additionally, the interactive characteristic of this digital learning tool will provide
learners with opportunities to explore countries, cities, iconic buildings, people, the different
cultures of these continents. Moreover, this tool also aims to foster interest and respect for the
cultural differences around the world by providing information on languages, flags, food, songs,
and lifestyles of people all over the world.
Generally, geography lessons aim at enhancing geographic reasoning, and when teaching
young learners, the emphasis of these lessons is mainly on natural events or physical features i.e.
air, land, water, and wind. To increase the overall learning benefits these natural and physical
geography components will be intertwined in this new interactive digital intervention tool; “The
little seed and the wind”.
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A germane characteristic of young learners around age 4, according to developmental
psychology is their ability to take initiatives such as planning their own activities5. Concluding
this interactive game-based tool could support the development of self-regulation skills and will
allow these young learners to enjoy, explore, engage, and learn.
Moreover, this learning instrument could also be used to assists users to integrate subjects
such as math, writing, social skills, music, biology, and topography with geography. For
instance, counting the countries of the continents comparing and contrasting them, the process of
germination, how to introduce one’s self, learning foreign language basics, and different
views/perspectives such as flat, globe (round), 3D and bird eye view.
One affordance of this educational tool is interactivity, meaning it provides the players
with the freedom to explore all possible options of the game which could intensify players’
engagement. This interaction and engagement of the learner may trigger learning since it leads to
behavioral changes. Beside enhancing the player’s geographic reasoning and vocabulary, global
knowledge can stimulate a healthy growth of empathy. Studies have concluded that children with
healthy feelings of empathy may have a better understanding of other ethnicities and cultural
backgrounds. In extension this could significantly improve children’s communication skills and
strengthen their foundation for future relationships.
Again, driven by my own experience as well as inspired and motivated by some scholars,
I agree that digital tools should be developed to improve education and maximize student
engagement. With this in mind I posit that my interactive digital geographic learning tool has the

5

In Erikson’s psychosocial development theory children of age 3-6 are in the “Initiative vs Guilt” stage. Here they learn how to
take initiatives in their dealing with people and tasks and they should be allowed to explore novel things and undertake some
activities on their own (Erikson, 1950, 1968; Sternberg & Williams 2010).
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potency to enrich the users’ knowledge concerning earth's continents, oceans and climates, as
well as its inhabitants and cultures, culminating in the enhancement of the users' global empathy.
My interactive digital game, “The little seed and the wind”, is designed in Twine which is
an interactive open source. The start page gives the player the overview of 14 pages 7 subpages
and the available video films. The game is available at www.edukids.xyz
II. Literature Review
Theoretical Framework
This section expands on the theoretical framework of my designed project titled: “The
Little Seed and the Wind”: Digital Intervention Tool for Geography and Empathy. Particularly,
this framework includes the motivational, cognitive, social and technological aspects which is
partially derived from the game-based learning framework from Plass, Homer & Kinzer (2016).
Motivational Aspects
“Motivation is an internal state that arouses, directs and maintains behavior” (Sternberg
& Williams, 2010 p. 348). Thus, motivation helps to direct or regulate personal achievements
and therefore its importance could not be overstated in school settings.
Clearly, the motivational ability of a digital learning tool is not only essential for engaging the
learner, it also holds the players attention until the game is completed or, until the player has
reached their intended goal (Lock & Latham, 1990).
In 1990, Csikszentmihalyi conducted a study on motivation and games and found that
games engage players in effortless learning. They create a “precise level of engagement” one that
is between “boredom and frustration” (Plass, Homer, & Kinzer, 2015. p.21). In short, these
researchers agree that the natural learning process occurs when the player is motivated and
engaged. Thus, it is essential for an effective learning environment to motivate the learner.
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However, the study of Dicheva, Dichev, Agre, & Angelova showed that, “Traditional teaching is
often perceived as ineffective and boring by students” (2015, p. 140).
Similarly, in his analysis Paul Freire compared traditional education with the “banking
concept” of education (2015, p.72). Meaning, that students are not participating but are required
to consume the information provided by their teachers without any interactivity, such as asking
questions, figuring out solutions or opportunity to explore. This is clearly another reference to
lack of motivation and boredom of the learner, in connection with unproductiveness of
education. Are these studies suggesting that traditional teaching methods should adapt to the
needs and interests of contemporary students to ensure productiveness?
What’s more, Freire also argued that education is suffering from narration sickness due to
narration of the educational content. He emphasized, no matter how essential and based on real
life experiences, they tend to become lifeless and petrified. In his analysis he further explained
that the teacher is the narrating subject and the students is the patient, listening narrating object
(2015). In this evaluation of traditional education Freire specifically referred to the weaknesses
of this system and thus creates awareness in present educators who are searching for ways how
to motivate students and to comply with their needs.
Likewise, Prensky who critically inquired; instead of the “Digital Native,” our current
student, learn the old ways, should not the “Digital Immigrant,” our middle-aged educator, learn
the new (2001)? He acknowledges that to date students are mentally more inspired and motivated
by digital media. In line with Prensky, Sessoms (2008) also calls for new educational tools.
Moreover, Prensky’s advocacy is directed toward the need of Digital Native methodologies in
all teaching subjects, created with the guidance of our students.
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Additionally, he encouraged the innovation of inspiring methods to present and explore
the subject geography, instead of ignoring it (Prensky, 2001). In support of this notion Mathew
Farber, professor of technology asserted that games are the “storytelling medium of the 21st
century” (Monitor on Psychology, 2019 p. 53). Conjointly, Professor Francisco Crocco regards
the high interactivity level of game-based learning as a natural advantage over traditional
education since it better reflects the student’s real world (2012).
On the whole, these presented studies illuminated the motivational and engaging aspect
of contemporary teaching, which includes digital game-based learning. At the same time, they
utilized traditional education to create awareness on how to strengthen our contemporary
education methods. In their separate studies, these scholars chiefly referred to interactivity as a
means of improving student’s motivation as well as their engagement.
With this in mind I have designed a learning tool with an interactive mechanism,
meaning the player has some agency within the storyline while gaming. For instance, a student
may choose to start somewhere in the middle of the story and then worked their way through.
Essentially, the freedom offered to the student in this interactive learning tool also has an
inspiring and engaging story for the youngest players which is exactly the educational style
scholars are advocating for. These characteristics of my design should support the natural
learning process of the student.
Cognitive Aspects
Second is the cognitive aspect of this framework which analyses how the designed tool
enhances learning including reasoning and thinking. Some educational psychologists define
learning as “any relatively permanent change in thought or behavior that occurs as a result of
experience” (Sternberg & Williams, 2010 p. 38). Here experience could be interpreted as any
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information provided by the environment through interaction leading to a particular change. For
example, newborns do not know their name until it is repeatedly presented to them by their
caregivers. More often than not these children should response when hearing their names. This
example illustrates the importance of the environment in connection to the learning process.
Essentially, children should start to make sense of their place and space as early as possible
suggests the psychologist Jean Piaget. In fact, he refers to this activity as “informal geography”
learning which could start as early as age 2 to 3 and includes information on different weather
conditions, seasonal clothing, and the different directions (Gandy, 2007).
Germane in the process of learning and cognitive development is the brain. Scholars
agree that our brain is not stiff but rather malleable and highly responsive to the effects of the
environment (Greenough & Black, 2000; Uylings, 2006). What’s more, it is this plasticity of the
brain and the interaction with everything around the child that fosters the “relatively permanent
changes” we call learning. Still, some psychologists are specifically advocating for learning
environments with novelties over those without (Kuhn, Garcia-Mila, Zohar & Anderson 1995),
for instance progressive over traditional teaching environments.
Not only did Piaget refers to “equilibration” as the engine that drives the cognitive
development process and the mechanism which keeps the balance between the needs of the
environment and the child’s cognitive structure (Feldman, 2003; Rogoff, 1998), for example
memorizing and learning, but he also explained that a mismatch or “disequilibrium” between
novel information and already acquired knowledge is good for children (Sternberg & Williams,
2010).
Key is, to understand that impulses stimulate the child’s expertise development
(Sternberg & Williams, 2010). Therefore, Piaget underlined that educators should use their
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knowledge, creativity and judgement to provide each student individually with new challenges
that fit their needs and should not hesitate to do so whenever the student is able to make sense of
that information (Kuhn, Garcia-Mila, Zohar, & Anderson, 1995). In fact, acquired knowledge
prepares and serves as the basis for the next learning experience (Sternberg & Williams, 2010).
Referring to a prior statement that the interactivity of my game provides the players with
the freedom to explore all possible options in the game which in turn could intensify players’
engagement. In fact, scholars agree that interactivity and engagement of the learner might trigger
learning since it might potentially lead to behavioral changes (Granic, Lobel, & Engels, 2014).
Also, my digital learning tool provides students with specific information about the world
namely, the continents, oceans, seed dispersal and germination. Gandy claims that geography
enables children to understand the human-environment relationship (2007). He also stated that
geography is like a link which connects people, countries, and history together. Moreover,
geography is all about space and place, and that under those two key terms everything else just
falls into place (Gandy, 2007).
In an attempt to improve education and to trigger learning scholars like Kapp encourage
educators to use digital learning tools that are connected to the curriculum content (2017). Yet,
Oblinger argues just adding games to a curriculum does not mean that they are integrated. In
fact, educators would rather consider the best approach to incorporate games and blend them
with other activities to change students thought and behavior (2006).
Intelligibly educators and psychologists have explained how learning takes place, where,
and when learning occurs. Considerably, my designed intervention tool will provide young
learners with new information that compliments their natural need for exploring the real world,
with the help and company of the “little seed” who, for the first time embarks a on journey
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around the world guided by “the wind”. For young children this information is considerably new
and thus should create the “disequilibrium” that is needed to foster their change in thoughts and
behavior. Essentially, this tool should be used to integrate different subjects such as: math by
counting the continents, oceans, countries; vocabulary by learning new words; science by
learning about temperatures, weather, wind, and germination.
Social Aspects
Third, is the social aspects of my theoretical framework. This section will elaborate on
the geographical content of this educational tool concerning the child’s social and cultural
awareness. Here, Fromboluti and Seefeldt describe geography as a way of thinking, asking
questions, observing and appreciating the world around us (1999). Assuming, that exposure to
this information could potentially enable children to explore the world around them, which in
turn could lead to a better understanding and appreciation of themselves.
As their awareness of the world grows, children use their geographic reasoning to
connect with people they have never met and places they have never been. Essentially,
geography brings the world alive to students (Gandy, 2007). It is of utmost importance that these
children know who they are and where they came from. Moreover, Yi-Fu Tuan investigated the
relationship between people and their environment and suggested that people of all ages need to
develop a sense of place in order to understand their status in the world and form a sense of selfidentity (2001). But how essential is self-esteem, and how can it be evaluated?
Self-esteem per definition is the subjective evaluation from a person regarding their own
worth as a person (Donnellan et al., 2011; MacDonald & Leary, 2012). However, narcissism
which we want to avoid, could also be defined in the same manner and they both include positive
self-evaluations (Brummelman, Thomaes, & Sedikides, 2016; Orth & Luciano, 2015). In contrast
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narcissism is associated with anti-social behavior and bias toward others, whereas high selfesteem is perceived as pro-social behavior (Donnellan, Trzesniewski, Robins, Moffitt, & Caspi,
2005; Paul-hus, Robins, Trzesniewski, & Tracy, 2004; Tracy, Cheng, Robins, & Trzesniewski,
2009) and feelings of empathy (Ackerman et al., 2011; Bosson et al., 2008; Morf & Rhodewalt,
2001). Likewise, other scholars have also concluded that children with healthy feelings of
empathy could have a better understanding for other ethnicities and cultural backgrounds which
improves their communication skills and strengthens their foundation for future relationships
(Bachen, Hernández-Ramos, & Raphael, 2012).
An explicit investigation on empathy highlights the results of a study done on
preschoolers. The findings of this study indicate that empathy can be developed at preschool age
(Kalliopuka, 1992). This could be fostered by developing the world image, the nature image and
the human image which respect life. Furthermore, by increasing openness and acquiring accurate
information about other societies, the development of empathy could be stimulated. As a matter
of fact, empathy should be seen as a natural form of personal development which begins at early
age, primarily at home and continues later in school, for empathy leads to humanity (Kalliopuka,
1992).
Essentially, the use of my digital learning aid could enhance the player’s geographic
reasoning, vocabulary, global knowledge, and could also stimulate a healthy growth of empathy.
This could be beneficial for making appropriate decisions with regard to our environment and to
relate more meaningfully to other ethnicities and their cultures (Fromboluti & Seefeldt, 1999).
Moreover, it could help develop a sense of place, “Geo-literacy," which in turn could enrich
children’s knowledge about the physical world they belong to, including the social and cultural
world they share with others (Fromboluti & Seefeldt, 1999).
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Developing geo-literacy also entails having the tools and knowledge to protect natural
and cultural resources, reduce violent conflicts, and improve the quality of life worldwide
(Edelson, 2011). Primarily, when such knowledge is gained from early interaction with the
environment and each other, it may lead to individual empowerment, and awareness of a capable
social being (Brillante & Mankiw, 2015). Considering these studies my game has the potency to
help instill a sense of belonging that may contribute to children’s overall social and emotional
development, which can be considered an essential aspect of school readiness (Epstein, 2009).
Technological Aspects
This fourth component presents the opportunity to discuss why digital technology can be
helpful and how it may be integrated in the classroom. It is known that the use of digital
technology in the classroom has the potential to be either engaging or distracting depending on
the strategies of the educators, or parents if used at home. Given the wide range of this subject I
suggest to specifically focus on game-based learning, or what in some literature is refer to as
computer-based learning (Sternberg & Williams, 2010).
An experiment done on children and computer-based learning indicated that when
material that produces especially vivid verbatim memories is used, children do better on rote
memory tests, but they do worst on reasoning and inference tests of their ability to transfer
material to new domains (Brainerd, Reyna, & Kneer, 1995; Reyna & Brainard, 1993; Reyna,
Brainerd , Bootzin, Effkin, & Lloyd, 2002). Computer-based learning relies heavily on strong
visuals, which may especially improve children’s verbatim memories at the expense of their
reasoning abilities. However, this may change around middle elementary school (Sternberg &
Williams, 2010).
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Most definitions concerning game-based learning highlight the defined learning
outcomes of gaming (Shaffer, Halverson, Squire, & Gee, 2005). Whereas some, regard games as
learning environments with features so distinctive that they have earned their own category
(Plass, Homer & Kinzer, 2016). However, others advocates go even further and claim that
“game-based learning involves processes that differ to such an extent from learning in other
forms (such as classroom instruction) that they should be described as a unique model or theory
of learning” (Gee, 2003; Prensky, 2003; Plass, Homer, & Kinzer, 2016). What do these
definitions specifically point out?
All together, these alternative definitions explain the uniqueness and the concrete focus
of learning outcomes of digital educational games. For specific facts on the use of technology in
educational settings, let us take a look at the findings of some empirical studies. A “one-on-one
laptop” experiment done on 5000 students over 196 school in Michigan showed that participants
scored equally or higher on average than the control group (Lowther, 2007).
Whereas other studies indicated improvement in the achievement of students with
learning needs when using technology. By using a computer remediation program, students with
dyslexia showed improvement in reading, particularly some students had an increased reading
and language performance that reached normal range (Temple, 2007). Similarly, technology use
also seems beneficial to students with disruptive behavior. Based on findings these students are
more engaged and more cooperative on average when using technological tools (Koedinger,
1997).
Oppositely, Funkhouser and Winter (2002, 2003) claimed that there is no significant
difference in student engagement and motivation when used technology. However, the majority
of studies on this matter clearly disagreed. According to Saba, researches support the association
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between technology use and improved student attitude (2009). Plus, he accurately explains that
the use of technological learning tools improves student performance when used as drill and
practice tool.
Additionally, Saba argued that digital tools provide the student immediate feedback and
privacy such as, time for trial and error with comfort. Also, it is less time consuming which in
turn offers more practice time (2009). Particularly, the use of technology in education could be
beneficial, but the educator’s teaching strategies and the overall school policy, meaning the
accessibility and frequency of use, will ultimately dictate the improvement of their students’
engagement including the efficacy of technology use.
III. Relationship between designed project, present, and previous course work.
My project is mainly designed for young learners ages 4 and 5 who have great curiosity
and the innate nature to explore. Recollecting, my childhood memories are filled with
experiences of short and long trips mainly by car across the country which started at age 4.
Realizing, that need for exploration was being fulfilled while, also being nurtured and eventually
the world became of great interest to me. At present, these former experiences are vivid
memories, which explains my inclination for geography. Additionally, my choice to pursue
Childhood and Youth Studies should be seen as a way of acquiring more contemporary
knowledge to enrich the former and to ensure optimal strategies for engaging children.
Encouraged by the lectures and assignments from the course Advanced Seminar on
Technology, Learning & Development (EDPSY 85100) and inspired by literatures on the
subject, I took on the challenge of designing this digital learning tool. Ultimately my design was
enhanced by the combination of being a passioned educator, and my affection for positive
interaction between human and nature. Therefore, my game should be seen as an attempt to
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improve the educational experience of children as well as a help to shape their global awareness
early in life which could help to avoid another pandemic.
Reference to the outbreak of the COVID-19 pandemic, to date scientists and advocates
for global awareness have proven to be right because:
* First of all, this outbreak was predicted and thus could be avoided or at least minimized if there
was a more positive global human-nature interaction.
* Second, raising global citizens from an early age, would most likely help to reduce this outbrake since early “geo-literacy” could help to build a safer world.
* Third, digital technology at present, due to this pandemic, now facilitates even elementary and
pre-K’s daily education which was almost considered impossible prior to the pandemic.
In sum my former course work provided insight concerning contemporary Pre-K and
elementary education and their needs such as shaping our future global society and advocating
for the integration of digital technology in early childhood education. This ultimately resulted in
my motivation and decision of designing my game.
IV. Evaluation.
The reasons for submitting this partially completed project is due to the extensiveness of
this project and my priority to submit a more quality product. Specifically, selecting the
appropriate information was interesting and challenging at the same time mainly because of the
huge array of available information. Another challenge was the outbreak of the COVID-19
pandemic. This created unforeseen circumstances that made in-person meetings impossible. In
fact, I heavily relied on that interaction as a means of guidance through the open-source tool
Twine which is used for designing this interactive game.
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Additionally, I've also experienced a heavy set-back on personal basis. Truly, the recent
loss of my dear mother is very hard to accept at the moment, which makes focusing and
designing extremely difficult. Nevertheless, this partially completed version reflects the essential
goals intended. Which is, that young students should be able to tell the story and be able to
memorize and recognize the world’s 7 continents and their maps, 7 oceans, and the 4
temperatures/weather types. Once the primary set of goals is reached, depending on frequency of
use and the integration of the tool in the curriculum, students could then focus on inhabitants,
cultures, countries as well as the cities of each continent. This additionally, could enhance the
global empathy of the students which could be observed as positive attitude among classmates to
start with.
It goes without say that the personal effort and the help and effort of close family
members guided me through this process and also served as a source of strength. Regardless of
the challenges and setbacks, the development of this partially completed project is a fact and I
am now looking forward to continuing and improving my work.
V. Future Aspirations.
This project is far from finished and thus should be considered an ongoing process,
acknowledging the extensiveness of the information regarding the subject geography.
Additionally, it is essential for the credibility of this educational tool that new and germane
information should be processed and updated on regular basis. Also, customer reviews which
should be seen as a great and reliable source of objective critique will be playing an important
role in the improvement development process.
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Appendices
A collection of some images and audio of “The Little Seed and the Wind”: Digital Intervention
Tool for Geography and Empathy.

Audio:

Figure 1. world map. Retrieved from https://earthobservatory.nasa.gov/blogs/elegantfigures/wpcontent/uploads/sites/4/2011/10/land_shallow_topo_2011_8192.jpg

Figure 2. the continent of Africa

Figure 3. The continent of Antarctica
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Figure 4. the continent of Asia

Figure 5. The continent of Australia

Figure 6. the continent of Europe.
All globe images are retrieved from https/commons.wikimedia.org
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Figure 7. the continent of North America

Figure 9. Seed in the sky

Figure 8. The continent of South America

Figure 10. Seed with root
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Figure 11. Seed germination. Retrieved from

Figure 12. Essentials for seed germination.

https://enterprise-europe.co.uk

Figure 13. Sunset. Retrieved from Giani Pralea https://pixabay.com/photos/sunset-birds-flyingsky-colorful-100367/

23

Figure 14. Grass /weed. Retrieved from https:// tenor.com

Figure 15. Flying over. Retrieved from https://giphy.com

Figure 16. Maple seed falling.
Retrieved from hppts:// Youtube.com
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Figure 17. Trees and wind. Retrieved from
https://gifs.com/gif/strong-wind-blowing-in-trees-3-full-audio-vVNAwE

Figure 18. The continents. Retrieved from https://www.youtube.com/watch?v=PSYHMWmyVfo
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Figure 19. The oceans. Retrieved from https://www.youtube.com/watch?v=1WZsxVDTqcU
Audio:
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